Blood Mage (Sorcerous Origin) 


Your magic is not truly innate, but rather comes from your knowledge of 
forbidden blood magic. This magic requires you to draw energy from the life- 
force of yourself or others, but grants strange and wonderous powers. The 
secrets of blood magic might have been taught to you by a family member, 
passed down for generations, or perhaps you discovered them yourself. 

Unnatural Vigor 

Your blood flows with an unnatural vigor that protects you from illness and 
negative energy. At 1 st level you gain resistance to necrotic damage and have 
advantage on saving throws against poison and disease. 

Powered By Blood 

Starting at 6 th level you may choose to expend hit dice to recover sorcery points 
during a short rest. Doing so involves a short blood-letting ritual - if you wish 
you may conduct this ritual on someone else, using their hit dice instead of your 
own, but they must be either bound or willing to volunteer their blood. 

Life Drain 

At 14 th level you gain access to a special metamagic option, Life Drain. By 
spending sorcery points equal to the level of a spell that you cast, you may regain 
hit points equal to half the damage that the spell inflicts. This metamagic has no 
effect on constructs or undead. 

Blood Thrall 

Beginning at 18 th level you may create a blood thrall, a magical servant created 
from a drop of someone else's blood. It takes 8 hours to create a blood thrall, and 
costs you 5 sorcery points that must be invested for the duration of the 
creature's existence (i.e. your maximum sorcery points is reduced by 5). The 
blood thrall resembles precisely the person whose blood you used to create it, 
but has the stats of a flesh golem. It is of average intelligence and will carry out 
any instructions that you give it. Use your Deception skill for the purposes of 
determining whether or not it can pass undetected. 


